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PROBLEM TO BE SOLVED: To directly operate a 
game in an electronic game device. SOLUTION: A 
touch panel 3 is attached on a display screen 2 
displaying a game screens, and as an object of the 
game is varied by operating directly the game 
screen 2, the object can be directly operated and the 
proceeding of the game can be executed on the 
screen. Therefore, the pleasure of the game can be 
increased and the game be proceeded with easily 
and correctly. 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not reflect the 
original precisely. 

2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



CLAIMS 

[Claim(s)] 

[Claim 1]An electronic game device comprising: 
A display screen which displays a game screen. 

A touch panel which is provided in said display screen and detects a contact position. 

A game processing unit which changes an object of a game displayed on said display screen 

according to a detection position of said touch panel. 

[Claim 2]An electronic game device of claim 1 , wherein said game processing unit changes 
operation of said object according to a detection position of said touch panel. 
[Claim 3]An electronic game device of claim 2, wherein said game processing unit detects a 
contact speed from a detection position of said continuous touch panel and changes speed of 
said object. 

[Claim 4]An electronic game device of claim 2, wherein said game processing unit changes a 

position of said object according to a detection position of said touch panel. 

[Claim 5]An electronic game device of claim 1, wherein said game processing unit changes 

said object according to a detection position and contact frequency of said touch panel. 

[Claim 6]An electronic game device comprising: 

An input means which detects an objective contact position. 

A game processing unit which detects having contacted while an object moved to said input 
means, performs a predetermined operation and is used as operation information on a game 
using two or more detected position coordinates. 

[Claim 7]An electronic game device of claim 6, wherein said game processing unit calculates 
movement speed from transition of said detected position coordinate and said calculated 
movement speed is used for it as operation information on said game. 
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[Claim 8]Claim 6, wherein said game processing unit calculates the move direction from 
transition of said detected position coordinate and said calculated move direction is used for it 
as operation information on said game, or 7 electronic game devices. 
[Claim 9]An electronic game device of claim 7, wherein said game processing unit judges 
whether said calculated movement speed has reached a predetermined value and a decision 
result is used for it as operation information on said game. 

[Claim 10]An electronic game device of claim 8, wherein said game processing unit judges 
whether the amount of displacement of said calculated move direction has reached a 
predetermined value and a decision result is used for it as operation information on said game. 

[Claim 11]An electronic game device of claim 7, wherein said game processing unit calculates 
distance which moved into predetermined time from a time of said computed movement speed 
serving as zero and said calculated distance is used for it as operation information on said 
game. 

[Claim 12]An electronic game device comprising: 

An input means which detects an objective contact position. 

Detect having contacted, while an object moved to said input means, and from transition of two 
or more detected position coordinates. A game processing unit which calculates movement 
speed and the move direction, uses calculated movement speed for speed control of an object 
of a game, and uses said detected move direction for move directional control of said object. 

[Claim 13]An electronic-games method comprising: 

A step which detects a contact position of said display screen from a touch panel provided in a 
display screen which displays a game screen. 

A game processing step which changes an object of a game displayed on said display screen 
according to a detection position of said touch panel. 

[Claim 14]An electronic-games method of claim 13, wherein said game processing step 
changes operation of said object according to a detection position of said touch panel. 
[Claim 15]An electronic-games method of claim 14, wherein said game processing step 
detects a contact speed from a detection position of said continuous touch panel and changes 
speed of said object. 

[Claim 16]An electronic-games method of claim 14, wherein said game processing step 
changes a position of said object according to a detection position of said touch panel. 
[Claim 17]An electronic-games method of claim 13, wherein said game processing step 
changes said object according to a detection position and contact frequency of said touch 
panel. 

http://www4.ipdl. inpit.go.jp/cgi-bin/tran_^ 5/1/2009 



JP,2002-000939,A [CLAIMS] 



Page 3 of 3 



[Claim 18]An electronic-games method comprising: 

An input step which detects an objective contact position by an input means. 
A game processing step which detects having contacted while an object moved to said input 
means, performs a predetermined operation and is used as operation information on a game 
using two or more detected position coordinates. 

[Claim 19]An electronic-games method of claim 18, wherein said game processing step 
calculates movement speed from transition of said detected position coordinate and said 
calculated movement speed is used for it as operation information on said game. 
[Claim 20]Claim 18 or 19 electronic-games methods, wherein said game processing step 
calculates the move direction from transition of said detected position coordinate and said 
calculated move direction is used for it as operation information on said game. 
[Claim 21]An electronic-games method of claim 19, wherein said game processing step judges 
whether said calculated movement speed has reached a predetermined value and a decision 
result is used for it as operation information on said game. 

[Claim 22]An electronic-games method of claim 20, wherein said game processing step judges 
whether the amount of displacement of said calculated move direction has reached a 
predetermined value and a decision result is used for it as operation information on said game. 

[Claim 23]An electronic-games method of claim 19, wherein said game processing step 
calculates distance which moved into predetermined time from a time of said computed 
movement speed serving as zero and said calculated distance is used for it as operation 
information on said game. 

[Claim 24]An electronic-games method comprising: 

An input step which detects an objective contact position by an input means. 
Detect having contacted, while an object moved to said input means, and from transition of two 
or more detected position coordinates. A game processing step which calculates movement 
speed and the move direction, uses calculated movement speed for speed control of an object 
of a game, and uses said detected move direction for move directional control of said object. 

[Claim 25]A program which detects a contact position of said display screen from a touch 
panel provided in a display screen which displays a game screen, A storage memorizing a 
game processing program which changes an object of a game displayed on said display 
screen according to a detection position of said touch panel. 



[Translation done.] 
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DETAILED DESCRIPTION 

[Detailed Description of the Invention] 
[0001] 

[Field of the lnvention]This invention changes the object of a screen, about an electronic game 
device which performs a game, and a method for the same, especially, operates the object of 
a screen directly and relates to the electronic game device which performs a game, its method, 
and a storage. 
[0002] 

[Description of the Prior Art] In recent years, the electronic game device is used widely. According to 
an operator's operation, movement etc. change the character of the person model on a screen, 
the animal model, a car, etc., and a game program changes a situation, and, as for an 
electronic game device, performs a game. In order to operate the character of a screen, and 
an object conventionally, the controller which provided an arrow key, an operation key, etc. 
was used. For example, if an arrow key is operated, the character of a screen will move and a 
situation will change. Here, a game refers to simulation games, such as golf SHUMYU ration, 
besides an amusement game. 
[0003] 

[Problem(s) to be Solved by the lnvention]However, in order to operate the controller of a 
screen and the position which separated conventionally, the character of a screen and an 
object are operated indirectly. For this reason, intricately [ operation ], since the 
correspondence relation with the screen of a game is not direct, there is a problem that it is 
difficult to have real nature and to enjoy a game freely. 

[0004]On the contrary, if it is operated simply, the problem that it is difficult to perform various 
games, and it is inconvenient to a user, and also the game content provided also for a game 
supplier is restricted will arise. 

[0005]Therefore, the purpose of this invention is to carry out the direct control of the game 
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screen, and to provide an electronic game device for performing a game, and a method for the 
same. 

[0006]Other purposes of this invention are to carry out the direct control of the object of a 
game screen, and to provide an electronic game device for changing an object, and a method 
for the same. 

[0007]Another purpose of this invention is to carry out the direct control of the object of a game 
screen, and to provide an electronic game device for operating it simply, and a method for the 
same. 

[0008]Another purpose of this invention is to carry out the direct control of the object of a game 
screen, and to provide an electronic game device for improving the real nature of a game, and 
a method for the same. 
[0009] 

[Means for Solving the Problem]An electronic game device of one mode of this invention is 
provided with the following for achievement of this purpose. 
A display screen which displays a game screen. 

A touch panel which is provided in said display screen and detects a contact position. 

A game processing unit which changes an object of a game displayed on said display screen 

according to a detection position of said touch panel. 

An electronic-games method is provided with the following. 

A step which detects a contact position of said display screen from a touch panel provided in a 
display screen which displays a game screen. 

A game processing step which changes an object of a game displayed on said display screen 
according to a detection position of said touch panel. 

A storage memorizes a program which detects a contact position of said display screen, and a 
game processing program which changes an object of a game displayed on said display 
screen according to a detection position of said touch panel from a touch panel provided in a 
display screen which displays a game screen. 

[0010]Since a touch panel is provided in a display screen which displays a game screen, the 
direct control of the game screen is carried out and an object of a game is changed, an object 
can be operated directly and advance of a game can be performed on a screen. For this 
reason, while increasing pleasure of a game, a game can be gone on easily and correctly. 
[001 1]ln this invention, said game processing unit changes operation of said object according 
to a detection position of said touch panel. Said game processing step changes operation of 
said object according to a detection position of said touch panel. Thereby, the direct control of 
the operation of an object can be carried out on a screen. 

[0012]ln this invention, said game processing unit detects a contact speed from a detection 
position of said continuous touch panel, and changes speed of said object. Said game 
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processing step detects a contact speed from a detection position of said continuous touch 
panel, and changes speed of said object. Thereby, speed of a direct object can be changed 
easily. 

[0013]ln this invention, said game processing unit changes a position of said object according 
to a detection position of said touch panel. Said game processing step changes a position of 
said object according to a detection position of said touch panel. Thereby, a position of a direct 
object can be changed easily. 

[0014]ln this invention, said game processing unit changes said object according to a detection 
position and contact frequency of said touch panel. Said game processing step changes said 
object according to a detection position and contact frequency of said touch panel. Thereby, a 
rhythm can be given to change of an object and interest of a game can be increased. 
[0015]simiiany, an electronic game device of this invention detects having contacted, while an 
object moved to an input means which detects an objective contact position, and said input 
means, using two or more detected position coordinates, performs a predetermined operation 
and has a game processing unit used as operation information on a game. 
[0016]Said game processing unit calculates movement speed from transition of said detected 
position coordinate, and said calculated movement speed is used for it as operation 
information on said game. 

[0017]Said game processing unit calculates the move direction from transition of said detected 
position coordinate, and said calculated move direction is used for it as operation information 
on said game. 

[0018]Said game processing unit judges whether said calculated movement speed has 
reached a predetermined value, and a decision result is used for it as operation information on 
said game. 

[0019]Said game processing unit judges whether the amount of displacement of said 
calculated move direction has reached a predetermined value, and a decision result is used for 
it as operation information on said game. 

[0020]Said game processing unit calculates distance which moved into predetermined time 
from a time of said computed movement speed serving as zero, and said calculated distance 
is used for it as operation information on said game. 

[0021]An input means from which similarly an electronic game device of this invention detects 
an objective contact position, Detect having contacted, while an object moved to said input 
means, and from transition of two or more detected position coordinates. Movement speed and 
the move direction are calculated, calculated movement speed is used for speed control of an 
object of a game, and it has a game processing unit which uses said detected move direction 
for move directional control of said object. 

[0022]An input step from which similarly an electronic-games method of this invention detects 
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an objective contact position by an input means, It detects having contacted, while an object 
moved to said input means, and using two or more detected position coordinates, a 
predetermined operation is performed and it has a game processing step used as operation 
information on a game. 

[0023]Said game processing step calculates movement speed from transition of said detected 
position coordinate, and said calculated movement speed is used for it as operation 
information on said game. 

[0024]Said game processing step calculates the move direction from transition of said detected 
position coordinate, and said calculated move direction is used for it as operation information 
on said game. 

[0025]Said game processing step judges whether said calculated movement speed has 
reached a predetermined value, and a decision result is used for it as operation information on 
said game. 

[0026]Said game processing step judges whether the amount of displacement of said 
calculated move direction has reached a predetermined value, and a decision result is used for 
it as operation information on said game. 

[0027]Said game processing step calculates distance which moved into predetermined time 
from a time of said computed movement speed serving as zero, and said calculated distance 
is used for it as operation information on said game. 

[0028]An input step from which an electronic-games method of this invention detects an 
objective contact position by an input means, Detect having contacted, while an object moved 
to said input means, and from transition of two or more detected position coordinates. 
Movement speed and the move direction are calculated, calculated movement speed is used 
for speed control of an object of a game, and it has a game processing step which uses said 
detected move direction for move directional control of said object. 
[0029] 

[Embodiment of the InventionjHereafter, with reference to drawings, an embodiment of the 
invention is described in order of an electronic game device, the electronic-games method, 
each game, and other embodiments. 

[0030][Electronic game device] Drawing 1 is a lineblock diagram of the electronic game device 

of the mode of 1 operation of this invention, and drawing 2 is the block diagram. 

[0031]The electronic game device 1 of drawing 1 is provided with the following. 

It constitutes based on personal computers, such as WINDOWS (registered trademark), and is 

the personal computer body 5. 

The display monitors 2, such as CRT. 

The touch panel 3 is formed in the screen of the monitor 2. TV camera 4 is formed after the 
monitor 2. The touch panel 3 comprises a touch panel of the common knowledge which 
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detects the position (coordinates) which people's finger touched, for example, comprises a 

pressure-sensitive type touch panel (Pentel CO., LTD., trade name "PTM-1181-J10") etc. The 

user's 8 headphone 7 with a microphone are connected to the personal computer body 5. 

[0032]As shown in drawing 2 , the personal computer body 5 is provided with the following. 

CPU(processor) 10. 

ROM11. 

RAM12. 

The bus 17 which connects these with the hard disk 14, the image-processing board 13, the 
interface circuitries 16, such as LAN, and the serial port 15 of the touch panel 3. 

[0033]CPU10 comprises a well-known microprocessor, for example, its PENTIUM processor 
made from INTEL, etc. are typical. ROM11 stores a base program, data, etc. which CPU10 
performs. RAMI 2 stores a program required for processing of CPU 10 grade, data, etc. 
[0034]The image-processing board 13 has a graphic processor, a graphic memory, etc., 
according to the drawing command from CPU10, performs drawing processing, creates 1 
screen video data for every frame of the monitor 2, and outputs it to the display monitor 2. 
Here, the trade name "SPECTRA 7400 DDR" (Canopus) is used, for example. 
[0035]The hard disk 14 is programmed [ various ], data is stored, and the touch-panel 
acquisition program 21, the N game programs 20-1 - 20-n are stored as an application 
program in this embodiment. This game program is loaded by the server which does not 
illustrate. It can also load via CD and a DVD drive from the disk which is not illustrated. 
[0036]The serial port 15 has a serial buffer which receives the asynchronous and outputted 
detected information (it mentions later by drawing 4 ) from the touch panel 3. The interface 
board 16 comprises a well-known LAN board, and communicates with other apparatus via 
LAN. TV camera 4, the card reader 6, and the headphone 7 with a microphone are connected 
to the bus 17. The headphone 7 with a microphone are for performing an audio input and 
output. As mentioned later, TV camera 4 is a versus fighting game etc., and is for performing 
TV telephone with a waging-war partner. The card reader 6 is because the game history etc. of 
the card which an operator holds are read and it is reflected in a game menu etc. 
[0037]The touch panel 3 is formed in monitor 2 screen, and one feature of this electronic game 
device 1 is that a game advances by the touch operation of the touch panel 3, i.e., a screen. 
This electronic game device is formed in an amusement facility, for example. It can also 
provide in each home. Although constituted based on a general-purpose personal computer, it 
can also constitute from a device for exclusive use. 

[0038]The [electronic-games method] Drawing 3 is a block diagram of a program for the output 
of a touch panel to perform a game, and, as for the output-data-format figure of a touch panel, 
and drawing 5, a game selection menu screen figure and drawing 6 of drawing 4 are the 
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process flow figures of the touch-panel acquisition program of drawing 3 . 
[0039]ln drawing 3 , the functional block has shown so that it may be easy to understand the 
relation of each program. As shown in drawing 3 , the touch acquisition program 21 , OS 
(operating system) 21 starts by frame alignment signal Frame-S for every display frame, the 
output data of the serial port (buffer) 15 of the touch panel 3 is incorporated, and the touch 
data of the frame is acquired. 

[0040]A display frame and since the touch output of the touch panel 3 is asynchronous, it 
passes touch data to a game program synchronizing with a display frame. That is, the game 
program needs to acquire the touch data in sync with a display frame from an asynchronous 
touch output, in order to create the status signal (video data) of one frame for every display 
frame and to detect the position touched in the display screen of the frame. 
r00411 Drawing 4 is the format of the output data of a touch panel, and serves as respectively 1 
byte of start byte SB, 1 byte of error flag, and 1 byte of data flag from 2 bytes of X coordinate, 
a Y coordinate, a Z coordinate, and 1 byte of reserve byte PRE. That is, it is 10 bytes on the 
whole, and outputs 1 byte at a time. Start byte SB shows an output start. An error flag shows 
the detection error of the touch panel 3. 

[0042]A data flag (henceforth a flag) shows the state where the touch panel 3 was contacted, it 
is shown that flag = "0" does not touch, and flag = "1" shows a contact start and, as for flag = 
"2", shows continuation of contact. An X coordinate shows the coordinates of the direction of X 
of the contact position of Screen 2-1 of drawing 5 , and a Y coordinate shows the coordinates 
of the direction of Y of the contact position of Screen 2-1 of drawing 5 . A Z coordinate shows 
the thrust in a contact position. 

[0043]The touch data acquisition program 21 which returns to drawing 3 and is explained in 
detail by drawing 6, The address counter 30 (TP Counter) which specifies the stored address 
of the field 31 (TP DATA) for storing the data of the serial buffer 15 and the field 31 , and the 
field 32 (Touch structure) which stores the acquired touch data are set up. 
[0044]OS22 starts the game program 20-1 to 20-5 selected by the game menu screen of 
drawing 5. The selected game program 20-1 to 20-5, According to frame alignment signal 
Frame-S for every display frame, the touch data of the field 32 which the touch data acquisition 
program 21 acquired is read for every frame, a contact state and a contact coordinate are 
recognized, and a screen change of movement of an object, etc. is made. 
[0045]ln this example, the game program 20-1 is a golf game, it operates the golf club on a 
screen with a finger, calculates that swing speed from touch data, and displays the ballistic 
trajectory of the flight distance according to a swing speed so that it may mention later. This 
game operates the object of a screen with a finger, detects the movement speed of an object 
and changes a game situation with the positions of the finger of the touch panel 3. 
[0046]The game program 20-2 is a kick scooter game, it operates the kick border on a screen 
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with a finger, calculates the operating speed from touch data, and changes the movement 
speed of a kick border according to operating speed so that it may mention later. This game 
operates a screen with a finger, detects the movement speed of an object and changes a 
game situation with the positions of the finger of the touch panel 3. 

[0047]Next, it is RPG (role playing game), and the game program 20-3 operates the hero on a 
screen with a finger, it changes distance with a hero's enemy and operates a hero's sword with 
a finger so that it may mention later. This game operates a screen with a finger, performs 
movement of an object, and operation of a sword and changes a game situation with the 
positions of the finger of the touch panel 3. 

[0048]Next, the game program 20-4 is a versus fighting game (the tip top punch is called) of 3 
****, and as mentioned later, it is the massed calisthenics of 3 **** which specify the mass on a 
screen with a finger. This game carries out the direct control of the mass of a screen with a 
finger, and changes a waging-war situation with the position of the finger of the touch panel 3, 
and contact frequency. 

[0049]The game program 20-5 is the othello versus fighting game (reversible TV is called) 
which used TV telephone, and as mentioned later, it is othello which specifies the mass on a 
screen with a finger. This game carries out the direct control of the mass of the othello board 
on a screen with a finger, and changes a waging-war situation with the positions of the finger 
of the touch panel 3. 

[0050] Drawing 5 is a menu screen of game selection, and a menu displays these games. This 
menu reads a user's card and determines a menu content, for example. The touch panel 3 
also performs selection of this game. 

[0051]Next, drawing 6 explains the touch-panel acquisition program 20. 

(51) It is judged whether initialization is required. That is, it is judged whether it is at the touch 
panel's 3 starting time. It initializes, if it is at the starting time. That is, the counter 30 (TP 
Counter) and the storing region 32 (Touch structure) of touch data are initialized. 

(52) It is investigated whether the serial buffer 15 has data. When there is no data in the serial 
buffer 15, the acquisition processing of a touch panel is ended. 

(53) When the serial buffer 15 has data, data is acquired from the serial buffer 15 and it stores 
in the storing region 31 (TPDATA) of the address of the counted value of the counter 30. "1" 
increment of the counted value of the counter 30 is carried out. 

(54) Counted value investigates whether the output size "10" (byte) of above-mentioned 
drawing 4 was reached. In not reaching, it returns to Step S2. 

(55) When counted value reaches "10", it means acquiring 10 bytes of data of drawing 4 to the 
storing region 31. Therefore, from the storing region 31, a data flag, X, Y, and Z data are 
stored in the touch data storing region 32 (Touch structure), and the counter 30 is initialized to 

HQ M 
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(S6) The data flag of the storing region 32 is investigated and the moment of contacting, or the 
moment of detaching is judged. Since the instantaneous data is saved by the display frame if it 
is the moment of contacting, or the moment of detaching, touch-panel acquisition is ended. On 
the other hand, in order to acquire the newest data (contact position) of the display frame, it 
returns to Step S2. 

[0052]Thus, for every display frame, 1 byte of serial data from the touch panel 3 are 
assembled to 10 bytes of data, and a contact start or the end of contact is judged, and 
assembly data is saved if it is a contact start or the end of contact. On the other hand, if it is 
[ contact / which is not a contact start or the end of contact / be / it ] under continuation, it 
rewrites to the newest data in a display frame. Thereby, the contact start for every display 
frame, the end of contact, and the newest contact position are acquirable from the 
asynchronous serial data of the touch panel 3. For this reason, each game program can be 
reflected in a game content using a contact start / end of that display frame, and latest data. That 
is, the speed regulation of a character and the move directional control of a character are that 
it is simultaneous and sensuously controllable only by tracing a screen with a finger using the 
touch panel 3. 

[0053][Each game] Next, each game program of drawing 3 using the acquired data of the 
touch panel 3 is explained. 

[0054] 1 . Golf game drawing 7 is an explanatory view of the screen of the golf game of drawing 
7, and explains the process flow figure, drawing 8 , or drawing 12 of a golf game with reference 
to drawing 8 thru/or drawing 12 based on drawing 7 . 

[0055](S10) Drawing 8 shows the screen of a swing start of golf. The "push" button is 
displayed on the position of a golfer's club. An operator touches a "push" button 9 and drags a 
"push" button to the left. That is, a "push" button is touched and it detects having dragged the 
"push" button to the left from the touch data of the touch panel 3. As shown in drawing 9, the 
backswing of a golfer's club is performed according to a drug. 

[0056](S1 1) If it judged whether the hand would be lifted from the touch panel 3 and the hand 
is lifted, it will end as a misshot. If the hand is not lifted, it will be judged from the touch data of 
the touch panel 3 whether it is a stop of a drug. 

[0057](S12) Like drawing 9, a stop of a drug will calculate the basic flight distance A by the 

following formulas (1) from the amount of backswings. 

A= [flight distance of club] *[drug distance]/[maximum drug distance] (1) 

Drug distance is calculated according to the difference of a drug starting position and a drug 

stop position. 

[0058]lf the push button is dragged to the right with the finger 9 as shown in (S13), next 
drawing 10 , swing will begin. It detects having dragged to the right from change of the touch 
data of the touch panel 3. 
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[0059](S14) If it judged whether the hand would be lifted from the touch panel 3 and the hand 
is lifted, it will end as a misshot. If the hand is not lifted, after starting a drug on the right, it will 
be judged whether four frames passed. 

[0060](S15) Swing speed B is calculated by the following (2) types after four-frame progress. 

B=[drug distance of four frames after]/[adjustment numerical value] (2) 

The drug distance of a four frames after is acquired from the difference of the X coordinate of 

touch data when a drug is started on the right, and the X coordinate of the touch data of four 

frames after. That is, the movement speed of the finger 9 of the touch panel 3 is calculated 

from touch data, and a swing speed is obtained. The flight distance C is calculated by following 

(3). 

C= basic flight distance A* swing speed B (3) 

According to the above-mentioned drug distance, Thyolo (0-30), a slice (31-124), a nice shot 
(125-187), and the course of a pitched ball of a hook (188-) are determined. A shot screen like 
drawing 11 and drawing 12 and a ballistic display screen are displayed as this flight distance 
from a course of a pitched ball. 

[0061]Thus, the simulation of a golf swing is made by tracing with a finger the push button 
which is a pointer of the club of a screen using the touch panel 3. If a screen is traced quickly, 
a club can be shaken strongly, if a screen is traced late, it can wave weakly and a club can be 
shaken with its feeling. 

[0062]2. Kick scooter game drawing 13 is an explanatory view of the screen of the kick scooter 
game of drawing 13 , and explains the process flow figure, drawing 14 , or drawing 19 of a kick 
scooter game with reference to drawing 14 thru/or drawing 19 based on drawing 13 . 
[0063](S20) Drawing 14 shows the screen of a kick scooter game. The character (kick border) 
is standing it still. From the touch data of the touch panel 3, it is judged whether it is in contact. 
When not in contact, touch counted value is set as the "20", and it ends. [ greatest ] Touch counted 
value is for restricting the acceleration time of the kick border mentioned later. 
[0064](S21) It is judged whether the finger 9 is touching the character (kick border) from the 
touch data of the touch panel 3. When progressing to jump processing of the character of Step 
S25 when touching, and not touching, it progresses to acceleration processing of the character 
of Step S22. 

[0065](S22) Touch counted value judges whether it is more than "0." It ends, in order not to 
accelerate even if it moves a finger when touch counted value is set to "0" when touch counted 
value is not more than "0" namely. 

[0066](S23) When touch counted value is more than "0", a touch flag (data flag) investigates 
whether it is "1" (contact start). Since the current position is not set if it is a contact start, the 
acquired coordinate value is set to the present coordinate value. 

[0067](S24), next acceleration of a character are performed. First, the present coordinate value 
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is set to the past coordinate value, and the coordinate value acquired to the present coordinate 
value this time is set. "1" decrement of the touch counted value is carried out. The speed Vx in 
the direction of X of a character and the direction of Y (N) and Vy (N) are calculated with a 
following formula (4). 
[0068] 

Vx(N) =Vx (L) + [(the past X coordinate value) - (the present X coordinate value)/5] 
Vy(N) =Vy (L) + [(the past Y coordinate value) - (the present Y coordinate value)/10] (4) 
Here, Vx (L) and Vy (L) are the speed in the direction of X of the last (previous frame) 
character, and the direction of Y. 

[0069]Y coordinateY (N) of a character is calculated from following the (5) type. 
Y(N)=Y(L)+Vy(N) (5) 

(4) If it moves to the left from the right so that the finger 9 cannot be touched at a character, as 
shown [ formula ] in drawing 15 thru/or drawing 17 , the movement speed of a character (kick 
border) will become quick gradually. That is, it is accelerated. Here, the speed in the direction 
of X is the speed of the background of the character of a screen, and the speed in the direction 
of Y and a coordinates position are the speed of a character itself [ of a screen ], and a position. 
The movement speed of a character is shown in the upper left of drawing 15 thru/or drawing 

1Z- 

[0070]On the contrary, if it moves to the right from the left of a screen so that the finger 9 
cannot be touched at a character, the movement speed of a character (kick border) will 
become slow gradually. That is, it slows down. And the touch acquisition processing of this 
frame is ended. 

[0071 ](S25) If it judges with the finger touching the character, a character will judge whether it 
is a run state from the speed of a character. "1" increment of the jump counter value is carried 
out to a character being a run state. Jump counted value is a counter for jumping, when 
continuing dragging a character. 

[0072](S26) If it judged whether the finger would be lifted from the touch panel 3 and the finger 
is lifted, in order not to jump, it progresses to Step S28. If the finger is not lifted, jump counted 
value will judge whether "15" was exceeded. It ends, when jump counted value is not over 
"15." 

[0073](S27) When jump counted value exceeds "15", a character (kick border) is made to 
jump, as shown in drawing 18 thru/or drawing 19 . For example, jump processing of common 
knowledge of adding a predetermined value to the Y coordinate of a character during the 
predetermined jump is performed. 

[0074](S28) and jump counted value are initialized to "0", and it ends. 

[0075]Thus, a kick scooter can be run by tracing a screen with a finger using the touch panel 3. 
If it traces quickly, the feeling which is run fast and a kick scooter runs can be enjoyed. 
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[0076]3. RPG drawing 20 is an explanatory view of the screen of RPG of drawing 20 , and 
explains the process flow figure, drawing 21 , or drawing 23 of a RPG game with reference to 
drawing 21 thru/or drawing 23 based on drawing 20 . 

[0077](S30) Drawing 21 shows the screen of a RPG game. A character (hero) is located in the 
center of a screen and an enemy is in the distance. The ring is displayed on the circumference 
of the character. An operator touches the doll of the left middle of a screen, and a sword, and 
specifies move mode or attack mode. In move mode, the ring of the circumference of a 
character becomes green. In attack mode, the ring of the circumference of a character 
becomes yellow. From the touch data of the touch panel 3, it is judged whether the finger 
touches. When not in contact, it progresses to Step S36. 

[0078](S31) When the finger touches, it is judged whether it is attack mode. When it is attack 
mode, it progresses to Step S34. 

[0079](S32) When it is not attack mode, it is judged whether it is move mode. When it is not 
move mode, either, it progresses to Step S36. 

[0080](S33) When it is move mode and the inside of a ring is touched as the arrow of drawing 
21_shows, a hero's (character's) movement can be performed. Therefore, a contact position 
judges whether it is in a ring from the touch data of the touch panel 3. When the inside of a ring 
is not touched, it progresses to Step S36. On the other hand, a hero (character) is moved 
when the inside of a ring is touched. The migration length L is calculated from following the (5) 
type. 
[0081] 

Strength of an L= [vector from center of ring] * touch (5) 

The vector from the center of a ring is a vector from the center of the ring to a touch position, 
and the strength of a touch is a Z coordinate of touch data. Thereby, the move direction and 
migration length can be specified with a touch position. And it progresses to Step S36. 
[0082](S34) When judging with attack mode at Step S31 , the distance of a hero and an enemy 
is calculated and it is judged whether an enemy is in the neighborhood. When an enemy is not 
in the neighborhood, it progresses to Step S33. 

[0083](S35) When an enemy is in the neighborhood, a hero's sword can be operated from the 
touch panel 3. That is, as shown in the arrow of drawing 22 from the data of a touch panel, it is 
judged whether it touched so that a sword may be operated. While not dragging the sword, it 
progresses to Step S36. On the other hand, when a sword is dragged, as shown in drawing 
23, an enemy is attacked and an enemy's damage is calculated so that an enemy may be cut 
with a sword. 

[0084](S36) The distance of a hero and an enemy is calculated and it is judged whether an 
enemy is in the neighborhood. The ring of a character is made into a standard color (for 
example, green, if it is attack mode and is yellow and move mode) when an enemy is not in the 
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neighborhood. When an enemy is in the neighborhood, in order to show danger, the ring of a 
character is changed to red. And it progresses to an enemy's attack routine, an enemy's attack 
is delivered, and a hero's damage is calculated. And a battle routine is ended. 
[0085]Thus, operation of the finger of the touch panel 3 can perform a hero's movement and 
operation which turns off the sword. Therefore, the real feeling of RGP increases. 
[0086]4.3 **** game drawing 24 is an explanatory view of the screen of the pitched-against 
each other type 3 **** game of drawing 24 , and explains the process flow figure, drawing 25 , or 
drawing 31 of a pitched-against each other type 3 **** game with reference to drawing 25 
thru/or drawing 31 based on drawing 24 . 

r00871 Drawing 25 shows the initial screen of a pitched-against each other type 3 **** game. 
Nine tops of 3 **** are displayed for a waging-war partner's animation (face) on the bottom of it 
by the transverse plane of a screen. Their hand which strikes a top, and a partner's hand are 
displayed. This game strikes a top with a finger with the touch panel 3, and specifies a top. 
[0088](S40) A partner's animation (namely, picture of a partner's camera 4) is incorporated as 
a texture, and a face texture is stretched to the opponent character of the transverse plane of a 
screen. Thereby, as drawing 25 shows, a waging-war partner's face picture is displayed on the 
transverse plane of a screen. 

[0089](S41) He judges whether the grid was struck from the touch panel 3. That is, it is judged 
whether the finger contacted the grid of the screen. If it judges with not having struck the grid, it 
will progress to Step S43. 

[0090](S42) If it judges with having struck the grid, as shown in the screen of drawing 29 , it will 
be judged whether it changed to the screen on which a hand strikes a grid, and the struck 
mass was become final and conclusive. For example, if five continuation strikes the grid, it will 
be judged as decision of a mass. That is, the touch data of the touch panel 3 detects repeating 
a contact start and the end of contact 5 times, and judges with decision of a mass. If it judges 
with decision, a mass will be changed into its color (a figure round mark) as shown in drawing 
30. 

[0091](S43) A partner judges whether the grid was struck from the touch panel 3 of a partner's 
electronic game device. That is, it is judged whether the finger contacted the grid of the screen. 
If it judges with not having struck the grid, it will progress to Step S45. 
[0092](S44) If it judges with having struck the grid, as shown in the screen of drawing 26 , it will 
be judged whether it changed to the screen on which a hand strikes a grid, and the struck 
mass was become final and conclusive. For example, if five continuation strikes the grid as 
shown in drawing 27 and drawing 28, it will be judged as decision of a mass. That is, the touch 
data of the touch panel 3 detects repeating a contact start and the end of contact 5 times, and 
judges with decision of a mass. If it judges with decision, a mass will be changed into a 
partner's color (a figure BATSU seal) as shown in drawing 29 . 
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[0093](S45) When determining victory or defeat from the grid of oneself and a partner and not 
determining victory or defeat, it returns to Step S40. On the other hand, if victory or defeat are 
determined, it will change to the victory-or-defeat determination screen of drawing 31 . This 
ends a game. 

[0094]ln this game, like the conventional 3 ****, a mass is not taken to a shift but the direction 
which hit the grid of the screen repeatedly 5 times previously from the touch panel 3 can take a 
grid. That is, a screen can be hit repeatedly and 3 **** games can be enjoyed. It is effective in 
stress alleviation etc. 

[0095)5. Pitched-against each other type othello drawing 32 is an explanatory view of the 
screen of the pitched-against each other type othello of drawing 32 , and explains the process 
flow figure, drawing 33 , or drawing 39 of pitched-against each other type othello with reference 
to drawing 33 thru/or drawing 39 based on drawing 32 . 

[0096]As shown in drawing 33 thru/or drawing 39 , pitched-against each other type othello is an 
interactive mode versus fighting game using TV telephone, fundamentally, the top of a screen 
is specified with a finger with the touch panel 3, and a partner's picture appears in its top. 
[0097](S50) A partner's animation (namely, picture of a partner's camera 4) is incorporated as 
a texture, and its own animation (namely, picture of its own camera 4) is incorporated as a 
texture. 

[0098](S51) It is judged whether themselves or a partner placed the top from the touch panel 
3. That is, it is judged whether the finger contacted the top of the screen. If it judges with not 
having placed the top, it will progress to Step S55. 

[0099](S52) A RIBASHI routine will be performed if it judges with having placed the top. This 
situation is shown in drawing 33 thru/or drawing 39 . If drawing 33 thru/or drawing 35 show a 
RIBASHI screen when a partner places a top to the position of the arrow of drawing 33 and a 
top is put on it at the position of drawing 33 , the top which the partner acquired will reverse it in 
the color of a partner's top from a partner's picture, as shown in drawing 34 and drawing 35 . If 
drawing 36 thru/or drawing 39 show a RIBASHI screen when he places a top to the position of 
the arrow of drawing 36 and a top is put on it at the position of drawing 36 , the top which he 
acquired will reverse it in a partner's picture from the color of a partner's top, as shown in 
drawing 37 thru/or drawing 39 . 

[0100](S53) According to the rule of othello, it is judged whether victory or defeat were 
determined. If victory or defeat are determined, it will change to the victory-or-defeat 
determination screen which is not illustrated, and will end. 

(554) It will become a player change if victory or defeat are not determined. 

(555) A partner's picture is stuck on its top. Its picture is stuck on the lower left of a screen. 
And it returns to Step S50. Thus, the game which combined TV telephone and othello can be 
performed using a touch panel. That is, a partner's camera image is seen only from the portion 
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of the mass which he occupied. If you would like to see a partner's face, interest of becoming 
strong to othello can be given. 

[0101]As an embodiment besides embodiment] besides [, the character of the range specified 
by the touch panel 3 among many characters can be used for the game etc. which are 
vanished from a screen. It can use also as a home video game machine. 
[0102]ln the above-mentioned embodiment, although games, such as a golf game and a kick 
scooter game, explained, it is applicable to other games, movement speed X and the 
direction of Y - although calculated independently, the speed of the vector of the move 
direction is calculated from transition of X and a Y coordinate, it can also be reflected in a game, 
the vector of the move direction can be calculated from transition of X and a Y coordinate, and 
it can also be reflected in a game. Although the distance from the time of movement speed 
becoming zero is calculated in the example of a golf game, distance is also calculable from the 
time of movement speed becoming not only zero but below constant value. Although it detects 
that the amount of displacement of the move direction reached the predetermined value and is 
being reflected in a game, it can detect similarly that the amount of displacement of the move 
direction (angular displacement of the move direction) reached the predetermined value, and 
can also be reflected in a game. 

[0103]As mentioned above, although the mode of operation explained this invention, within the 
limits of the meaning of this invention, various modification is possible and these are not 
eliminated from the technical scope of this invention. 
[0104] 

[Effect of the lnvention]According to this invention, as explained above, since a touch panel is 
provided in the display screen which displays a game screen, the direct control of the game 
screen is carried out and the object of a game is changed, an object can be operated directly 
and advance of a game can be performed on a screen. For this reason, while increasing 
pleasure of a game, a game can be gone on easily and correctly. 



[Translation done.] 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not reflect the 
original precisely. 

2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



Brief Description of the Drawings] 

Drawing 1]lt is a lineblock diagram of the electronic game device of the mode of 1 operation of 



his invention. 

Drawing 2] lt is a block diagram of the electronic game device of drawing 1 . 



Drawing 3] lt is an explanatory view of the electronic-games method of drawing 2 . 



Drawing 4]lt is an explanatory view of the output format of the touch panel of drawing 2 . 



Drawing 5] It is a menu screen figure of the electronic game device of drawing 1. 



Drawing 6]lt is a touch-panel acquisition processing flow chart of drawing 3 . 



Drawing 7]lt is a process flow figure of the golf game of drawing 3 . 



Drawing 8] lt is the 1 st screen figure of the golf game of drawing 7 . 



Drawing 9]lt is the 2nd screen figure of the golf game of drawing 7. 



Drawing 10 ]lt is the 3rd screen figure of the golf game of drawing 7 . 



Drawing 11 ]lt is the 4th screen figure of the golf game of drawing 7 . 



Drawing 12 ]lt is the 5th screen figure of the golf game of drawing 7 . 



Drawing 1 3] It is a process flow figure of the kick scooter game of drawing 3 . 



Drawing 14] lt is the 1st screen figure of the kick scooter game of drawing 13 . 



Drawing 15 ]lt is the 2nd screen figure of the kick scooter game of drawing 13 . 



Drawing 16 jlt is the 3rd screen figure of the kick scooter game of drawing 13 . 



Drawing 17 ] It is the 4th screen figure of the kick scooter game of drawing 13 . 



Drawing 1 8 ] It is the 5th screen figure of the kick scooter game of drawing 13 . 



Drawing 19 ] It is the 6th screen figure of the kick scooter game of drawing 13. 



Drawing 20 ]lt is a process flow figure of the RPG game of drawing 3. 



Drawing 21 ]lt is the 1st screen figure of the RPG game of drawing 20 . 



Drawing 22 ]lt is the 2nd screen figure of the RPG game of drawing 20 . 



Drawing 23 ]lt is the 3rd screen figure of the RPG game of drawing 20 . 
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[ Drawing 24] lt is a process flow figure of the pitched-against each other type 3 **** game of 
drawing 3. 

[Drawing 25]lt is the 1st screen figure of the pitched-against each other type 3 **** game of 
drawing 24 . 

[Drawing 26] lt is the 2nd screen figure of the pitched-against each other type 3 **** game of 
drawing 24 . 

[ Drawing 27] lt is the 3rd screen figure of the pitched-against each other type 3 **** game of 
drawing 24 . 

[ Drawing 28] lt is the 4th screen figure of the pitched-against each other type 3 **** game of 
drawing 24 . 

[Drawing 29 ]lt is the 5th screen figure of the pitched-against each other type 3 **** game of 
drawing 24 . 

[Drawing 30] lt is the 6th screen figure of the pitched-against each other type 3 **** game of 
drawing 24 . 

[Drawing 31 ]lt is the 7th screen figure of the pitched-against each other type 3 **** game of 
drawing 24 . 

[Drawing 32] lt is a process flow figure of the pitched-against each other type othello of drawing 
3. 

[ Drawing 33]lt is the 1st screen figure of the pitched-against each other type othello of drawing 
32. 

[Drawing 34] lt is the 2nd screen figure of the pitched-against each other type othello of drawing 
32. 

[Drawing 35 ]lt is the 3rd screen figure of the pitched-against each other type othello of drawing 
32. 

[Drawing 36] lt is the 4th screen figure of the pitched-against each other type othello of drawing 
32. 

[ Drawing 37 ]lt is the 5th screen figure of the pitched-against each other type othello of drawing 
32. 

[ Drawing 38 ]lt is the 6th screen figure of the pitched-against each other type othello of drawing 
32. 

[ Drawing 39 ]lt is the 7th screen figure of the pitched-against each other type othello of drawing 
32. 

[Description of Notations] 

1 Electronic game device 

2 Display monitor 

3 Touch panel 

4 TV camera 
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5 Personal computer body 

7 Headphone with a microphone 

10 CPU 

14 Hard disk 

20-1-20-n Game program 

21 Touch-panel acquisition program 

15 Serial port 



[Translation done.] 
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CORRECTION OR AMENDMENT 

[Kind of official gazette]Printing of amendment by regulation of 2 of Article 1 7 of Patent Law 
[Section classification] The 2nd classification of the part I gate 
[Publication dateJJuly 19, Heisei 19 (2007.7.19) 

[Publication No.]JP,2002-939,A (P2002-939A) 

[Date of Publication]January 8, Heisei 14 (2002.1.8) 

[Application number]Application for patent 2000-183675 (P2000-1 83675) 

[International Patent Classification] 

A63F 13/00 (2006. 01 

G06F 3/041 (2006. 01 
[Fl] 

A63F 13/00 F 
A63F 13/00 C 
G06F 3/033 360 C 

[Written amendment] 

[Filing date]May 29, Heisei 19 (2007.5.29) 
[Amendment 1] 

[Document to be Amended]Specification 
[ltem(s) to be Amended]Claim 
[Method of Amendment]Change 
[The contents of amendment] 
[Claim(s)] 
[Claim 1] 

A display screen which displays a game screen, 
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A touch panel which is provided in said display screen and detects a contact position, 
According to a detection position of said touch panel, it has a game processing unit which 
changes an object of a game displayed on said display screen, 
Said game processing unit, 

A contact speed is detected from a detection position of said continuous touch panel, and 

s peed of said object is changed . 

An electronic game device by which it is characterized. 

[ Claim 2 ] 

Said game processing unit, 

Said object is changed according to a detection position and contact frequency of said touch 
panel. 

An electronic game device of claim 1 by which it is characterized. 
[ Claim 3] 

An input means which detects an objective contact position, 

It detects having contacted, while an object moved to said input means, and has a game 
processing unit which performs a predetermined operation and is used as operation 
information on a game using two or more detected position coordinates. 
An electronic game device by which it is characterized. 
[ Claim 4] 

Said game processing unit, 

Movement speed is calculated from transition of said detected position coordinate, and said 
calculated movement speed is used as operation information on said game. 
An electronic game device of claim 3J)y which it is characterized. 
[ Claim 5] 

Said game processing unit, 

The move direction is calculated from transition of said detected position coordinate, and said 
calculated move direction is used as operation information on said game. 
Claim 3 by which it is characterized, or 4 electronic game devices. 
[ Claim 6] 

Said game processing unit, 

It judges whether said calculated movement speed has reached a predetermined value, and a 
decision result is used as operation information on said game. 
An electronic game device of claim 4jDy which it is characterized. 
[ Claim 7 ] 

Said game processing unit, 

It judges whether the amount of displacement of said calculated move direction has reached a 
predetermined value, and a decision result is used as operation information on said game. 
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An electronic game device of claim 5_by which it is characterized. 
[Claim 8] 

Said game processing unit, 

Distance which moved into predetermined time from a time of said computed movement speed 
serving as zero is calculated, and said calculated distance is used as operation information on 
said game. 

An electronic game device of claim 4_by which it is characterized. 
[ Claim 9 ] 

An input means which detects an objective contact position, 

Detect having contacted, while an object moved to said input means, and from transition of two 
or more detected position coordinates. It has a game processing unit which calculates 
movement speed and the move direction, uses calculated movement speed for speed control 
of an object of a game, and uses said detected move direction for move directional control of 
said object. 

An electronic game device by which it is characterized. 
[Claim 10] 

A step which detects a contact position of said display screen from a touch panel provided in a 
display screen which displays a game screen, 

According to a detection position of said touch panel, it has a game processing step which 
changes an object of a game displayed on said display screen, 
Said game processi ng step, 

A contact speed is detected from a detection position of said continuous touch panel, and 
s peed of said object is changed . 

An electronic-games method by which it is characterized. 
[Claim 11 ] 

Said game processing step, 

Said object is changed according to a detection position and contact frequency of said touch 
panel. 

An electronic-games method of claim 10 by which it is characterized. 
[ Claim 12 ] 

An input step which detects an objective contact position by an input means, 

It detects having contacted, while an object moved to said input means, and has a game 

processing step which performs a predetermined operation and is used as operation 

information on a game using two or more detected position coordinates. 

An electronic-games method by which it is characterized. 

[ Claim 131 

Said game processing step, 
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Movement speed is calculated from transition of said detected position coordinate, and said 
calculated movement speed is used as operation information on said game. 
An electronic-games method of claim 12 by which it is characterized. 
[ Claim 14 ]Said game processing step, 

The move direction is calculated from transition of said detected position coordinate, and said 
calculated move direction is used as operation information on said game. 
Claim 12 or 13 electronic-games methods by which it is characterized. 
[ Claim 15 ] 

Said game processing step, 

It judges whether said calculated movement speed has reached a predetermined value, and a 

decision result is used as operation information on said game. 

An electronic-games method of claim 13 by which it is characterized. 

[Claim 16 ] 

Said game processing step, 

It judges whether the amount of displacement of said calculated move direction has reached a 
predetermined value, and a decision result is used as operation information on said game. 
An electronic-games method of claim 14 by which it is characterized. 
[ Claim 17] 

Said game processing step, 

Distance which moved into predetermined time from a time of said computed movement speed 
serving as zero is calculated, and said calculated distance is used as operation information on 
said game. 

An electronic-games method of claim 13^by which it is characterized. 
[ Claim 18] 

An input step which detects an objective contact position by an input means, 
Detect having contacted, while an object moved to said input means, and from transition of two 
or more detected position coordinates. It has a game processing step which calculates 
movement speed and the move direction, uses calculated movement speed for speed control 
of an object of a game, and uses said detected move direction for move directional control of 
said object. 

An electronic-games method by which it is characterized. 
[ Claim 19] 

A step which detects a contact position of said display screen from a touch panel provided in a 
display screen which displays a game screen, 

According to a detection position of said touch panel, a program which makes a computer 
perform a game processing ste p which changes an object of a game displayed on said display 
screen was memorized. 
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A storage by which it is characterized. 
[The amendment 2] 

[Document to be Amended]Specification 
[ltem(s) to be Amended]0009 
[Method of Amendment]Change 
[The contents of amendment] 
[0009] 

[Means for Solving the Problem] 

For achievement of this purpose, an electronic game device of one mode of this invention, A 
display screen which displays a game screen, and a touch panel which is provided in said 
display screen and detects a contact position, Having a game processing unit which changes 
an ob ject of a game displayed on said display screen according to a detection position of said 
touch panel, said game processing unit detects a contact speed from a detection position of 
said continuous touch panel, and changes speed of said object . A step which detects a contact 
position of said display screen from a touch panel provided in a display screen as which an 
electronic-games method displays a game screen, Having a game processing step which 
changes an object of a game displayed on said display screen according to a detection 
position of said touch panel, said game processing step detects a contact speed from a 
detection position of said continuous touch panel, and changes speed of said object . A step 
which detects a contact position of said display screen from a touch panel provided in a display 
screen as which a storage displays a game screen, According to a detection position of said 
touch panel, a program which makes a computer perform a game processing step which 
changes an object of a game displayed on said display screen was memorized. 



[Translation done.] 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

1 This document has been translated by computer. So the translation may not reflect the 
original precisely. 

2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 
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[ Drawing 3] 
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[ Drawing 8] 
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[ Drawing 6] 
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[Drawing 7] 
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[ Drawing 9] 
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[ Drawing 13] 
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[ Drawing 16] 
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[ Drawing 34 ] 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not reflect the 
original precisely. 

2.**** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



CORRECTION OR AMENDMENT 

[Kind of official gazette]Printing of amendment by the regulation of 2 of Article 17 of Patent Law 

[Section classification] The 2nd classification of the part I gate 
[Publication date]July 19, Heisei 19 (2007.7.19) 

[Publication No.]JP,2002-939,A (P2002-939A) 

[Date of Publication]January 8, Heisei 14 (2002.1.8) 

[Application number]Application for patent 2000-183675 (P2000-1 83675) 

[International Patent Classification] 

A63F 13/00 (2006. 01 
G06F 3/041 (2006. 01 

[Fl] 

A63F 13/00 F 

A63F 13/00 C 

G06F 3/033 360 C 

[Written amendment] 

[Filing date]May 29, Heisei 19 (2007.5.29) 
[Amendment 1] 

[Document to be Amended]Specification 
[ltem(s) to be Amended]Claim 
[Method of Amendment]Change 
[The contents of amendment] 
[Claim(s)] 
[Claim 1] 
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A display screen which displays a game screen, 

A touch panel which is provided in said display screen and detects a contact position, 
According to a detection position of said touch panel, it has a game processing unit which 
changes an object of a game displayed on said display screen, 
Said game processing unit, 

A contact speed is detected from a detection position of said continuous touch panel, and 

speed of said object is changed . 

An electronic game device by which it is characterized. 

[Claim 2] 

Said game processing unit, 

Said object is changed according to a detection position and contact frequency of said touch 
panel. 

An electronic game device of claim 1 by which it is characterized. 
[Claim 31 

An input means which detects an objective contact position, 

It detects having contacted, while an object moved to said input means, and has a game 
processing unit which performs a predetermined operation and is used as operation 
information on a game using two or more detected position coordinates. 
An electronic game device by which it is characterized. 
[Claim 4] 

Said game processing unit, 

Movement speed is calculated from transition of said detected position coordinate, and said 
calculated movement speed is used as operation information on said game. 
An electronic game device of claim 3_by which it is characterized. 
[Claim 5] 

Said game processing unit, 

The move direction is calculated from transition of said detected position coordinate, and said 
calculated move direction is used as operation information on said game. 
Claim 3 by which it is characterized, or 4 electronic game devices. 
[Claim 61 

Said game processing unit, 

It judges whether said calculated movement speed has reached a predetermined value, and a 
decision result is used as operation information on said game. 
An electronic game device of claim 4_by which it is characterized. 
[Claim 7] 

Said game processing unit, 

It judges whether the amount of displacement of said calculated move direction has reached a 
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predetermined value, and a decision result is used as operation information on said game. 
An electronic game device of claim 5Jdv which it is characterized. 
[Claim 8] 

Said game processing unit, 

Distance which moved into predetermined time from a time of said computed movement speed 
serving as zero is calculated, and said calculated distance is used as operation information on 
said game. 

An electronic game device of claim 4_by which it is characterized. 
[Claim 9] 

An input means which detects an objective contact position, 

Detect having contacted, while an object moved to said input means, and from transition of two 
or more detected position coordinates. It has a game processing unit which calculates 
movement speed and the move direction, uses calculated movement speed for speed control 
of an object of a game, and uses said detected move direction for move directional control of 
said object. 

An electronic game device by which it is characterized. 
[Claim 10] 

A step which detects a contact position of said display screen from a touch panel provided in a 
display screen which displays a game screen, 

According to a detection position of said touch panel, it has a game processing step which 
changes an object of a game displayed on said display screen, 
Said game processing step, 

A contact speed is detected from a detection position of said continuous touch panel, and 
speed of said object is changed . 

An electronic-games method by which it is characterized. 
[Claim 11] 

Said game processing step, 

Said object is changed according to a detection position and contact frequency of said touch 
panel. 

An electronic-games method of claim 10 by which it is characterized. 
[Claim 12] 

An input step which detects an objective contact position by an input means, 

It detects having contacted, while an object moved to said input means, and has a game 

processing step which performs a predetermined operation and is used as operation 

information on a game using two or more detected position coordinates. 

An electronic-games method by which it is characterized. 

fClaim 13] 
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Said game processing step, 

Movement speed is calculated from transition of said detected position coordinate, and said 
calculated movement speed is used as operation information on said game. 
An electronic-games method of claim 12 by which it is characterized. 
[Claim 14] Said game processing step, 

The move direction is calculated from transition of said detected position coordinate, and said 
calculated move direction is used as operation information on said game. 
Claim 12 or 13 electronic-games methods by which it is characterized. 
[Claim 15] 

Said game processing step, 

It judges whether said calculated movement speed has reached a predetermined value, and a 

decision result is used as operation information on said game. 

An electronic-games method of claim 13 by which it is characterized. 

fClaim 16] 

Said game processing step, 

It judges whether the amount of displacement of said calculated move direction has reached a 
predetermined value, and a decision result is used as operation information on said game. 
An electronic-games method of claim 14 by which it is characterized. 
[Claim 17] 

Said game processing step, 

Distance which moved into predetermined time from a time of said computed movement speed 
serving as zero is calculated, and said calculated distance is used as operation information on 
said game. 

An electronic-games method of claim 13 by which it is characterized. 
[Claim 18] 

An input step which detects an objective contact position by an input means, 
Detect having contacted, while an object moved to said input means, and from transition of two 
or more detected position coordinates. It has a game processing step which calculates 
movement speed and the move direction, uses calculated movement speed for speed control 
of an object of a game, and uses said detected move direction for move directional control of 
said object. 

An electronic-games method by which it is characterized. 
[Claim 19] 

A step w hich detects a contact position of said display screen from a touch panel provided in a 
display screen which displays a game screen, 

According to a detection position of said touch panel, a program which makes a computer 
perform a game processing step which changes an object of a game displayed on said display 



http://ww4.ipdl.inpit.go.jp/cgi-bin/tran_web_cgi_ejje?atw_u=http%3A%2F%2Fwww4.ipd... 5/1/2009 



Page 5 of 5 



screen was memorized. 

A storage by which it is characterized. 

[The amendment 2] 

[Document to be Amended]Specification 
[ltem(s) to be Amended]0009 
[Method of Amendment]Change 
[The contents of amendment] 
[0009] 

[Means for Solving the Problem] 

For achievement of this purpose, an electronic game device of one mode of this invention, A 
display screen which displays a game screen, and a touch panel which is provided in said 
display screen and detects a contact position, Having a game processing unit which changes 
an object of a game displayed on said display screen according to a detection position of said 
touch panel, said game processing unit detects a contact speed from a detection position of 
said continuous touch panel, and changes speed of said object . A step which detects a contact 
position of said display screen from a touch panel provided in a display screen as which an 
electronic-games method displays a game screen, Having a game processing step which 
changes an object of a game displayed on said display screen according to a detection 
position of said touch panel, said game processing step detects a contact speed from a 
detection position of said continuous touch panel, and changes speed of said object . A step 
which detects a contact position of said display screen from a touch panel provided in a display 
screen as which a storage displays a game screen, According to a detection position of said 
touch panel, a program which makes a computer perform a game processing step which 
changes an object of a game displayed on said display screen was memorized. 



[Translation done.] 
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ttff*BiB±TBi(fllf|5-e* So 



5 

[o o 1 2] *»wpu:» tui2y-A5aa^--y h 
a, aa-raniiE* vf-^;i/o*utt«fr6««aMt 
sttatT, WE*rs?x^hoaua*«fbr*. x, 

h©aufc*«{fcTSS. 

[0013] st, luiey-Aiaisa- -y 

Mi, ME^^U/l^&ffifiiBlcfSCT, f5E*7 
>?x^h©fii^fftt5o MEy-A^axf- V? 10 

5>x*h©ti«**{t"e*S. 

[0 0 14] Jgtx tufSy-A^aa- -y 

h 14, HE* v ^/<*/KOttmffi«Rl««S*H»fi:i6 U 

t, BuiM-^x^hSr^fbf s. HflEY-Atoaxx 
dt, KjE*r^x^h%s{b-r5. cnm^D, 

S?x* h©gfbfcVXA£4*SCfctf"et, y-A© 
W***ftn?**. 20 

[0015] mmic^mmcon^f- Limits ®fo 

»©ttMM*ffl^T, 3f3£©M»*fTV\ y-A©3i 
[0 0 l 6] X, «»Ey-A»aa-y M4, tuE&tti 

So 

[0 0 1 7] X, WEy-AfflSa-y R4 % fuE&tfi 30 

[o o 1 8] KjE^-Asaaa- -y Mi, mmm 

[0 0 1 9] X, tacy-A»la-y Mi, f&EttS 
$n/5:^»l73lt!l©^{i[fiA^fiiiClLTV^5^S*^ 

So 40 
[0 0 2 0] X, tuEy-A«iga-<y htt, MEgfcB 

©»ilgi:LT^ffl1-?>. 

[0021] mmc *«w©« : ?y-A«stt, kmc 
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h©^»*[Rj*iJfflifc:<Efflf S^-Aiaaa-y h ££W 
[0022] matte. *fg^©m?y-A7ai*l4, fett 

ffv\ y-AOJiffflNlttTffiffl-riy-AffllXr 
[0 0 2 3] X, tuEy-AiaaXr-y^tt, fuffi&UB 

So 

[o 0 2 4] x, MEy-Asaaxx^y^4, unewttu 

£o 

[0 0 2 5] x. tuEy-Aiaaxrvm a&Etra 

[0 0 2 6] X, SuEy-Ajaaxr>yyi4, ftUESHf 

snfc»nrtrift©Kfii«3raf^«teauT«/^*3!ps^* 

WJEU W^*^BuE^-A©^f / FlffSi:LT^-r 

3o 

[0 0 2 7] X, fJEy-Ajaax-r-y^tt, suE^tH 

2 nfe^iaastfif o ft o fcn^fr & rn^iwrt 

©S^flWBfcLTffiffl-r*. 

[0 0 2 8] ®C, *»«©*?*-- A#tttt* »{*© 
»«Mfl[«*X**aT«WiT*X*Xf-yyi:, MEX 

«asnfc««©{M*«i©»g^5, ms&sttmi 
2ntofc*tt*u w-®*nfc»i»jifi*y-A©*"r^ 

e*7$>x * h©^»i»iR]*jfflifcfieffl-r*y-Ajaax 

r-y 

[0 0 2 9] 

[fB9l©iS«©*!l8] UT, 0ffi*#JHLT, *«E© 

mmv&mz. i&v-jm. *py-Am 

-A, ftO&ttOJgffiaM^BlOTS. 
[0 0 3 0] [«^y-A«®] 0 1 14, *5SW©-S^ 
flS©H«©*?y-A8B©*ifi!cl8k 0214, ^©^p 

[ 0 0 3 1 ] m 1 ©WFy-A&B ltt, WINDOW 

«^Lfct©T'S0, /V;3>W5h CRTf©f 

-rxyix^ ; e-^2i;^wr5„ ^-£2©®®^ 

5tyf-/<*;1/33WRtJ6*lTV»*. ; 6-^2©±^{4, 
TV*^746W5nTl^. ^♦yf-/^;l'3{4, A 



7 

T£*X, fffia D p€ TP TM- 1 1 8 1 - J 1 OJ ) 
j££ft£o ^V3y*ft5tl4, *iJffl#8©V^*#£ 
'vy F7*>7#g$££ft£ 0 
[0 0 3 2] H2fc^f J:dfc, ^VaV*#5li N C 
PU C/n^y+f) 10^ ROM1 It, RAMI 2 

A-Kf-fx^ 1 4 ts mmm^- f i 3 £, l 

AN*©W>^7xWXlH|Bil 6 fc, ^7f/^3© 

frr«. 

[0 0 3 3] C PU 1 014, DBOV^^P^DtyU- 10 
T^figS ft, I N T E LttS© PENTIUM 

/0-t7tl*WT^5. ROM1 Hi, CPU1 
0©3ltrf 3S*7a^A, f-^fW5, R 
AM12I1 C P U 1 O^^HtC^^P^A, 

[0 0 3 4] IMSJttSsl?- F 1 3 14, ^77^7^ 7p 
t7lt^77^^)(t'Jf?fU CPUIO*^ 
©ffifiPVyFKlSDT, J«H«yi%tTV\ ^-£2 CD 

7W*-#2£aj7TfS e Crm 0J;U4\ i^p a p^ 20 
TSPECTRA 7 4 00 DDRj (£7-77 

tt) *ttfl?LT^*. 
[0 0 3 5] A-Ff^X^ 1 414, §l7°n^7A, 

7'J y7"D^7Ai LT, ^-y^UMi/ 

0^7i2 1 t N{@©t s -A7p7~5A2 0- 1-2 
0-n#ft»Sft-tV3. <l©y-A7W7A{4, 0 
zkL&i^— frka— K£ft£„ X, H^Lftvr 
-rx^j&^CD, DVD F^^^UP-F-rSCfc 
feT»t%o 30 
[0 0 3 6] v"J7;P#- hi 514, #y?vS*/l/3fr 
&*^7U-Afcttl^flBTa**ft*«aiT-^ (0 
4T5«-T5) ££ttS->"J7;WW7r**rf%. W 
y^7x-T7#-Fl 6 14, S»IOLAN3j?-FT*fi8 
£ft, LAN*^Lffi©«ffii:5i®r«. X, MX1 7 
fctt, TVA^74i:, *-KU-^6fc, V^ftt 
^7K7*V7i:^«m. V^ftt'vy F7* 
>7t4, ^©A73i:tB7J^T7^i6©t©T-fe^ 0 T 
V7J^4f4, SBfir*J:5»c, »«y-A*Tx Mis 
ffl^fcTVttSS*R^fe&©t>©^fe*o *— Hy-y 40 

u y-A^-i-«»cKi»-rsfc4i>©t.©TSs. 
[0037] e on*?- urn i © i -Dowmt. * 

-*-2HB8fc, *yf-/<*/l/3iWRt*6ftT*0, 2 
y 3, BPSiB®©*?^^,}:!), y-Atf 

jfSfff*<:fct*&*. c©W?y-A»1Itt, mtf, 
75a-;C*yh«Kfc:»tt&ft*. X, &$fi$lcfi 

[0 0 3 8] 0314, 50 
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©tttfjKJ:*), y-A£firvfc#>©7a7*9A©7a<y 
^HTfeO, 1414, ^^^©tiiTJx-^*- 

?7H, 0 5(4, y-AiBW-a-iiffiBU 06 

(4, 0 3©^>yf-/^W#7DyvA©5aH7D-0 

[0 0 3 9] 037:i4, §7D^A©M^S^?b^> 

^>y^#7ay^A2 H4, OS (*^b~r 
^>^->XfA) 2 1 J: , §S^7U-A«t, 7 
U-AR|»MI9F r ame-StCcfctlEilJ^ft, *>yf- 
/**;V3©S"J7/U#-b (/^y77) 1 5©tfJ77r- 
**ffi»>&*, ^©7U-A©£"y^x-*£IEtf#-f 

[0 0 4 0] *'yfv<*;l,3©*v?-lH7Jtt, WfOV 

>y^T-££y-A7D^AWi-ro IPS, y*-A7 
D^vAtt, ^7U-/»SK, 17U-i»<OSSfflf 
(tfrtf-r-*) *flF*-r*fefts ^©7U-A©S^ 
mm<D Z y f-t tifeffiB*«WJr * fc 14, #HD$© * >y 

[0 0 4 1] 0 414, £-y^*;b©ttiylx-£©7* 
-v-yhT&O, PWhOX^-h^WhSBJ:, 1 
/HKOX7-77^i:, 

&4 2/Vfh©X£8L YSI, Zffiffit. WWh© 
*WhPRE*^45. HP'S, ^1*1 
350, 1/W M*oaar3. X#-WWhSBt4, 
x 7 -777"li, *-yf-/<*;l/3©fc 

[0 0 4 2] f->757* (WT, 75^^-5) (4, 
^•yf-^*/l/3tcft«lUfcttS8*^U 77^'= T0J 
14, ffiftLT^ftfCfc^U 757= r l j (4, & 
«Mte*5SU 77^*= T2J (4, ttMNKR*^?. X 
ffiftttx 0 5 ©H® 2 - 1 ©ftttttfi©X#|fa©g«£ 
YS«tt, 0 5©iB®2-l©igftbttg©Y7b"[S] 

[0 0 4 3] 03£M9, 06Tl»:ftt0Jl-f 3£-y^ 
f-^7n 7 '7A2 1 14, ->'J7;VA7 77 1 5© 
x-#£te$?5fci{>©Si$3 1 (TP DATA) , Sf 
«3 1 <0ftM7 Kl/X*jg^-r*7 FUX**:/* 3 0 

(TP CounterJtSSLBvff-^fi 

<frr*«W3 2 (Touch gist*) t^is^i-So 

[0 0 4 4] OS 2 214, 0 5 <Dtf-K*-3.-m&V 
jg^ftfcy-A7P^A2 0—1 — 20 — 5 
f*. 3i^ft/cy-A7P^vA2 0- 1-2 0-5 
14, §g^7U-Aft©7U—A[TOl^ F r ame- 
SKJSCT, 7U-ASJC ^7ff-^ffitl7ay , 7 
A 2 l©8tf#LfcSS«3 2©*'yf-?*-**§MURD, 

©Hffi^M^^9o 
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[0 0 4 5] £©0]Tt4, y-A^D^5A2 0-l 
14, rf/V7y-AT?a&D, ^kE-T cfc ^ tc. Bffi±©:i 
/l/7797£*raiftU ^©x^y7*j&K£7-y^T 

-7*r e>ftn u x^- y 7"»- js ufeiiugfiowai* 
^■rs. <:©y-Ai4, itTias©5i-7*^x^h%j* 

ffU T^t^*/!/ 3 ©}§©{£§£ £9, *7>?x7h 

[0 0 4 6] X, Y-A7*n7*-7A2 0-2(±, 3r-y7 
#-Fy-AT*9, SBS-rSJ:5^ Iiffi±©*>y7 

en-* u »ffafifc«i;T, 

[0 0 4 7]*;, y-A7"n7*7A2 0-3«, RP 
G (n-/l/7Wy7y-A) 3 
£, HiB±©±A&*»Tl*ttLT* ±A&©&£©£ 
PKRffcU ±A&©#J£ftT-&ftT?>o t-W-h 

•X *7*7"x*h©m *JO»ff*ffU\ 20 

[0 0 4 8] y-A7'P7~7A2 0-4{4, 3S 

M^©*N$y-A (fy7"^\y^/Oft»t5) "Cfc 

^©7xy-i»t*5. c:©y-Ai4, jgTssov 

[00 4 9] Mfc, y-A7°07*^A2 0-5(4, TV 

■f s) t&d, ^i"5«fc-5fc, Bffi±©vx%j§-e}§ 30 

©#-fcP^©VX£iffi£jifFU *v^*/U3©it© 
telle* 9, «««iH«SEfb-r*. 
[0 0 5 0] 0 5 14, y— AjfflR©* — a—SBT* 

(4, tfiRtf, *iJffl^©#-K£M&mD, *-a-F*9S 
*ft£-fS. £©y-A©318!t>*'J'?-/<*>l/3TfT 

[00 5 1] 06tCcJ;!}, *-y^*/HM#7'n 

^7ix2o*stwrs. 40 

(SO tt»MbWMrifr*WSEr4. BP'S* 

3c BPS, #7y7 3 0 (TP Counter) ^ 
yff-^«i«3 2 (Touch flfcfiflO £«Mfc 

f So 

(52) ->'J7;l/^777l 5(cx— *#&&fr&iiK 
v"J7)VA>y77l 5 £r-7/y|R</^§-&&4, #\y 

^/ u /i/©$tf#*&ii£3i7 -r s o 

(53) ->»J7/WW7r 1 5 fcx- 
5"J7/WW77 1 SfrSx-T^EtfiL, *7>^3 50 
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0©*£yhffi©7FUX©tt*fl®«3 1 (TPDAT 

a) tcttiw-rs. #7y7 3 o©£7yF{i£ r i j -r 
(S4) *7vti^ fja©H4©to7j-9--rx ri 

0J (/Wt) £SiJ»Lfcfr£SK5o aiL4l^ 
£J4, Xx>y7°S 2tI5. 

(S 5) £7yHI#, ri 0J £PJitLfcii£t4, $ 
<AfiVE3 lti4<Dl 0;W h©x-7£5tf# Lfccfc 
left*. foT, tt«Mi«3 

X, Y, Zf-^^ 7^T-7t§»Sfi§S3 2 (Touc 
h m&m KlftttU #7y730£ roj £8Mt 

fa, 

(S6) ♦Sifft^3 2 0t-^77^IK mmLfc 

fcmrmz. f«8Fnof-^^ ; e'Dii7i/-At-« 
fctz>rc#)s *v*x*Mm*WT'tz B -7j, *■© 

^7b-A©g§T©x-7 (»tt{ftfi) ^KtfT^fc 
J6, Xx-yT'S 2tcg!3o 

[0 0 5 2] C©J;?&cLT, &g^7U-A«fc, 7 
>y^iM'3fre>© 1/W h©yU7/l/r— 7£\ 1 0 
/W h©x-7£*I2/±z.T, fioiWttWJfcXttttfcHST 
*WSEU ^IS&Xliftttte7fc^ ffi^4tf-? 
*Uft?%<, -75", i^H^ttS^7T4i/^«Mi« 
Mf&S, it^7U-Ai*!©®£T©-r-7&c«f g|A 
3 0 cn^cfcO, ^«y^^/l/3©^(Sl^>U7/l/r- 
7fr5>, U-A*©S»MS6x JtfcfcH7, fl«f© 

14, *©**7 U-A©&ttl?fl$&/»7, S$tt-7£ 
fflVT.y-A.rtSJCJKWTtS, BPS, 
3£*"JfflLT, Hffi^T*4^f£^T\ *^77© 

[0 0 5 3] [#y- A] ^ >y f-/**;U 3 ©®t# 

T-z%mm uteH 3 ©§y- a7d 7*7 a*bmb-*- 

[0 0 5 4] 1 . 3/1/7 y- A 

12714, 3'/l/7y-A©5aS7n-H, S873M012 
(4, 07©n*/l/7y-A©Bffi©^iaT-$)O, 07^: 
Sfc, 0873S01 2^#MtT, 
[0055] (SlO)08l4, n"/l/7©X^y7*F^ 
©Ura^^-To d , /l'7 7-©7 77©{iBtc" pus 

h" st^y*^^nT^§c ^9%" pu 

s h" **>KH*n, " push" X2>*&cY7V 
7*-T2. 0 7-y^^^/V3©^-y^x-7*>6, " 
push"** yicfeiift, " push" ** y££tc H 

y£ti£l,\ rf/V7 7 -© 7 v 7*©/ ^>y 7 x-r y ?mi*> 

[0 0 5 6] (S 1 1) *>y7^*A/3frP>^£8tLT 



(7) 
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<D $ v $ £ F 5 -y y<0{f±fr £*iJ/£-f 3 0 
[0 0 5 7] (S 1 2) H9<DJ:3lc, F7-y7*£{?±* 
A = [?y7(DmmM] * [F77 
ft, F^-y t'mmt* V'yvVmte&WtVyvfWk 

[0 0 5 8] (S 1 3) #fC, 01 OlC&T&Ofc, la 
9fpush $2 y*ft\c F5 -y ft S X-T vftfi 



(i) ic&vtmtZo 
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B= [4 7U-ix«$T©K9'y^E(i] / DMfi&fflQ 



/ HfcfcK^y^*] (l) 
X [0 0 5 9] (S 1 4) ^yf-/<*;l/3*^¥*«LT 
^&^fr£¥iJ£U ^fcHLTVSfc, 5X*>a yht 

BM&bTfr& 4 7U-A3£$L/cfr£¥iJ£-f So 
[0 0 6 0] (S 1 5) 4 7U-AgiB1& Z^y-TM 
fiBfcWT© (2) 5*fc«l;D, ttJWS. 



(2) 



4 7 U- A&£T*<D F5 v tmmts fifc F5 -y 4?*IB 

c =s*fRgg^i a * y*r&&. b 

Mfc* Ii^©F7>y?Ba8lfc:j£i:T, fan (0-3 
0) , X^-fX (3 1-12 4) , t^fX-ya-yh (1 
2 5-1 8 7) , 7'y^ (1 8 8~) OSWB*^"*" 
c©!WE(tfc, SRB*»6, HI 1, 01 2<D£5 
&, z/3 >y Milk ^ii^liiS^^fSo 20 
[0 0 6 1] C©J:5fc, *«y^*n/ 3 £fiJfflLT\ 

[0 0 6 2] 2. *<y**-Fy-A 
01 314, *>y^-F?-AC>#lif7P-0, 01 4 
7^01 9(4, 01 3 0*y*#-Ky— 2»©iHffi©Bl 
0^0T-^ D , 013 £gtc, 0 1 4 7!)M0 1 9 £#i»B L 30 

[0 0 6 3] (S 2 0) 01 414, +<y^7#-Fy- A 
<Dmm*7R-to (4, »il 

WVH^I^C T2 0J I7t5„ 
ft, ^yf-fc^vUBli, ft**"**? £tf-^-©i!ra 



£JCs JREfRCfcTK (3) £«fcD 



★ ;U3 0fli9 0^K)3 

jy?mm*'m c 

HiWtZ>o 

(3) 

^ [0 0 6 4] (S 2 1 ) iiyf/^;l/3 0*-;ff-? 

J&W^fSo jJ4oTVS«£fcH\ X-f<y7S 2 5<D* 

7r-y7s 2 2 0+-v5^^0lni3ffiaafcJitro 
[0 0 6 5] (S2 2) Zvi-JjVyhmtiK roj u 
-ha***]***, ^-yf-a^ynfitf roj j.x±t*&v> 
JS^fctt, ?vi-*iVyhmti\ roj K&ofc 

[0 0 6 6] (S 2 3) #«yf J^^Hitf, TOJ U 
±©i§£t4, ^yf777* (7*-*7940 tf, rij 

[0 0 6 7] (S 2 4) #fc s * J r7tZ<D]m&*'ft 



HB* r i j -r*y*>bf*, 

^^<DX?3|S], Y#|q]<Dj$fiVx (N) , 
«\ TffiiS (4) KiOfUCr*. 
[0 0 6 8] 



Vy 



(N) 



Vx (N) = Vx (L) + [ (®£(DXmmM) - (a«EOXj6«ffi) /5] 
Vy (N) =Vy (L) + [ (iiS©YM<iffl) - («ft©YJS«i) / 1 0 



] (4) 

CCT*, Vx (L) , Vy (L) (4, stlnl (157 U- 
A) cO+ + 5^^CDX73lo], Y^oaSTSSo ♦ 

Y (N) =Y (L) +Vy (N) 
(4) iSfrS, 01 57^iS01 7lc^t^dlc, 

?>c IP'S, *P3i?n?>c llt% x?jip]cD3iat4, is® 



♦ [0 0 6 9] Be, ^-V^^^^YJg^Y (N) T 

E (5) a^6twr*. 

(5) 

1 5 7bS01 7 07£±^, 

[0070] m9%3-v7i?zicMn-&^&o 



(8) 
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©gnftaatt^KiB<as. bps, fcissti * 

So 

[0 0 7 1] (S2 5) 4+7**fcffitf»ttl/rV* 

t^y^is r i j -y>> 

7 * £ > h fiti, * + v 1 2 £ K -5 -y ^ LttW-fcl^fc, 

[0 0 7 2] (S 2 6) *«yx^*/l'3fr£*g£8£LT 10 
^&^fr£W£U »*HLT^*fc, ~»^7°^Tt) 

t , * y 7 ts *> y h r l 5 j fe*»*W3t 
•fSo ^+>^*^>hffi«« ri 5J *a*TV^V^il 
H7T So 

[0 0 7 3] (S 2 7) S^VT^yMiStf ri 5J 

*a*fe*&tii % 01 8jiS0i 9{c^-riotc s * 

[0074] (s 2 8) ^lt, 
roj t«iT, 

[0 0 7 5] C©<fc?fc:LT, *yf-/<*/b3**iJfflL 

[0 0 7 6] 3. RPG02O&, R P Gy-A<D$ai|* 

L = [ft© *>lsfr h ©^ ^ h )V\ * £ 
HO^^eo^^ WHi, ^yf-fiSi:"?©?™© 1 ^ 

VJls-ZhK), £>y?-©3it£M:, ^•yff-i' 30 

[0 0 8 2] (S 3 4) Xf77"S 3 1 TWHt-Fi: 
*J^f*«^«, ±A£fctti:©B5K*WWU tttfifi 

7S 3 3t3Itfo 

[0 0 8 3] (S3 5)»tfa<^>5^ 
*;V3A^±A^J%S(tT-t^ t BPS, 
/l/©T-*fr&B2.2©fcflHcaVf J:5lc % 40 
S£?, ^yf-Lfe^WSfSo ftJ^F^y^LT^ 
&VM$l±, Xfy/S 3 6teiItJ. jfJ%K7 9^ 
Lfdi^lcti, 02 3E*-f #JT*ffifc#JS <fc-5 

[0 0 8 4] (S 3 6) iAttfcttfc^EK'&WIf U 

*+5**©lt%a»ft «M j e-K*&, ft 
1-5. ^lt, *©a*^w-f-vt3i*, *©a»**ff so 



12 0©RPG©Hffi 
1 2 1 7bS0 2 3 
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"7D-0, 0 2 1 7bS0 2 3&, 
©UMT&9, 02O£g£, 
j&LT, SMUTS., 
[0 0 7 7] (S 30) 02 Hi. RPGy-A©ffiBn 

(±A&) t±* i®S©tp*{cful 
U il<te»*V5o **7**©JHHfctltf^Sft 
T^So Hffi©fe4'S©AS, *J**yr-l, 

T*l±, *+7**J3B©li#, *ifefc:&S„ WH*-K 
T-&, *+7^^HH©lt*V ftfefcfcSo 
;l/ 3 © 2 -y f-x- * ffi^tttti LT ^S 
So SEttLTl^ftHg^lCtt* Xf^T^S 3 6£ilty. 
[0 0 7 8] (S 3 1) ft#JgttLT^S*fcfcl4» K 
H*:-Ffr£»tS„ «H*-KT?**"»tt. *x>y 
3 4£jIt?o 

[0 0 7 9] ( S 3 2 ) KT'fcl^S-li, ^i) 

fS 3 6tCJitr. 

[0 0 8 0] (S 3 3) We-KT'&SBSH:, 02 1 
©^9i-e^-r<totc % 1t©»t>**y?'LfcJ16 , fc, ±A 
(+^^^^) ©^iJ^T-#5o ffioT, ^-y^^ 
;l/ 3 © ^ y f-x- ^ *^ &tmmtm<D*fr*ftfe1r 
So ^©^^^-yxLTl^l/^ti, Xf7yS3 6 
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